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: list. The most obvious algorithm is this:

: B Find the largest number in the list and reverse all

: the numbers up toits position. The largest number

| is now at the left-hand end of the list.

\ B Reverse all n numbers so that the largest
number is in its desired position at the right-hand

F end of the list. This has taken only two reverses.

} B Find the second largest number and repeat the

! whole procedure again. To move this number toits

| desired location requires a ‘Reverse n-1" move.
B Repeat the procedure until the order is
obtained.

', This algorithm always solves the puzzle in 2n-3

: moves. But it is possible to achieve a solution in

: fewer moves than this. To demonstrate how a

: forward-looking strategy can reduce the number

: of turns, consider the example we give in the box.

: Our algorithm would take seven (2X5-3)

: turns, but a skilled player could doit in four.

! This program is a simple example of a whole

! series of reversing games that people have created
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and explored. You might like to try your hand at
developing games that reverse from either end of
the line, or where you have to sort out a grid of
numbers rather than just a line. If you do design
your own version of the game, you might like to
jazz it up by using different coloured blocks to
replace the numbers. The object of the game could
then be to rearrange a line of blocks to match a
pattern of coloured blocks at the top of the screen.
You might also like to try incorporating an
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